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Qpa yia kaAvtepo editing
VEWUETPIOC!

> € OUTO TO YABNUO Ba €EEPELVIOOVUE PEPIKA
BaoIlKa epyOAEia XEIPIOPOL YEWMUETPIOC

ZEKIVAUE PE PO TIEPIANYN TWV BACIKWV:



Edit Mode: Tab

* (G) rab
* (S) cale
* (R) otate

(Madi e TIC BOOIKEC AEITOVPYIEC TIEPIOPICHOU
o€ agova, X,y,z Kal shift-x, shift-y, shift-z)

* Alaypar], ue del n X

« Avtiypaen ue Shift-D

* Avaipeon pe Ctrl-Z (ettavaAnn avaipeong Pe
Ctrl-Shift-2)



Kal UOIKO OAEC TIC AEITOLPYIEC BEONC KOl
ETTIAOYNC.

Mnv avnouxeite opwg, 6a ta BupunBovpue padi
oTNV TIPAEN, €ivVal TEAEIWC ATIAPAITNTA YO OTI
KAVOUME OTTO €0W KOl PTTPOC

Tow¢ ival KOAO va EXETE TIC ONUEIWOEIC TOU
TIPWTOU PaBNUOTOC TIPOXEIPEC.



Onwc eirtape, oto blender yrtopov e yio TNV
WPA VA XEIPIOTOVPE POVO £V AVTIKEIMEVO TN
@opa o€ Edit mode.

AV EXOUUE ETIIAEEEI TIAPATIOVW OTIO EVA
QVTIKEIUEVA, XEIPI(OPAOTE TIAVTO TO EVEPYO
(active) avTIKEIPEVO.

AUTO €ival TTAVTO TO OVTIKEIMEVO TTOU
ETUAEXONKE TEAEVTAIO, KOl EXEl EAA@PPA TTIO
OVOIKTO TIOPTOKOAI TIEPIYPAMMO OTIO TO
LTTOAOITTIO

L



EIKOVA PE TTOAND ETUAEYUEVO QVTIKEIMEVA. [TPOCEETE TO OVOIKTO
TIOPTOKOAI TIEPIYPAPUO YUPW OTIO TN OeéIa o@aipa
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H €vvola TnNg evepyNC ETUAOYINC LTTAPXEL KAl
oTo edit mode.

XPNOIUOTIOIOVPE oLVNBWC UE TO PIVOL.
Ti €ival pivot;

* TO ONMEIO OTIO TO OTIOIO TIEPVAEL O (€OVOC
TIEPIOTPOPNC OTAV TIEPIOTPEPOVE KATI
* TO ONUEIO WC TIPOC TO OTIOIO PEYEVOVLVOULE
KATI OTOV KAOVOULUE PEYyEVOLON
*AANNEC AEITOVPYIEC, TTX TO ONUEIO WC TO OTTOIO
VIVETOI OvVAKAOON

._H
Y



Pivot

® Active Element

€ Median Point

E'E- Individual Origins

< 3D Cursor

(1) Cube
S5 = :: Bounding Box Center

g Object Mode ; F s . 'r-. A elEs Global



OT1tw¢ BAETIOLPE VIA TO PivVOt UTTOPOLPE VO
XPNOIUOTIOINOOVUE oNUEia TToL LTTOAoyI{ovTal PE
dIAPOPOLC TPOTTOUC.

Kai to dpopeal 3)

AUTO pac¢ divel Tn dLVATOTNTA VO KAVOUE TIOAAX
TIPAYHOTO OTIWC B0 OOVPE, IO KAl O OPOUEAC
UTTOPEI VO TOTTOBETNOEL e PEYAAN OKPIBEID pE

dIAPOPOLC TPOTIOUC.

H 1tpwtn €TIAOYH, active, €ival TO TEAEVTAIO
ETIIAEYUEVO OTOIXEIO POG



TormtoBeTnon dpouea

[l0 va TOTTOOETNOOVUE TO OPOMPED, TIATAME
e Shift — S
'H arto 10 object/mesh menu dlaAeyouvpe snap

MTTOpOUE PE AUTOV TOV TPOTIO VA
TOTTOOETI|OOVE TO OPOPEN OTO AVTIKEIMEVO
TIOU €XOUUE ETUIAEYUEVO I TO AVTIKEIUEVO TIOU
EXOULIE ETIIAEYUEVO OTO OPOEQ.



[TPOBANUA: OEAW va QTIOEW A

popor)’
Ala@opol pEBodol TIPOCEYYIONC:

Box modelling
Polygon modelling

Sculpting

[TOAL HE YPIQOULC LIAQC YEPOVTA...



AN\ TIPIV O0OLPE aUTO, ac dovue ta NMOAY
Baoika oto 3D. AnAadr) TTw¢ CNUEID EVWVOVTAI

VIO VO @TIOEOLV YPOUMEC KOl YPOUUEC
EVWVOVTAI YIO va @TIaEOUV onueia.

YTIapxouv modes yia va XEIPIOTOVUE Ta 3 €idn
3D oToIXEiwv, onNUEId, YPOUMEC KOl TTOAUYWVA,
N vertices, edges Kal polygons.

Ac pTtovpe o€ edit mode Kal o€ vertex
selection mode.



100 VO TO KAVOUPIE OUTO OIOAEYOUME TO TIPWTO
OTIO TIC 3 EIKOVEC OTNV UTTAPA TOU PEVOUL KOTO
KATw pepog tov 3D viewport.

'H rtataue Ctrl-Tab (Edit mode povo!)




AIOAEYOLPE OAD T vertices Pe To A Kal T
ofBnvoupe pe X n Delete. ATto Kel Kol DOTEPOA
EXOUVME TOV LETOPOPIKO KEVO HOC TIIVOKO O€

3D.

o va elcayovpue Vertices mtatape artaa Ctrl-
LMB. Ta vertices eilocaywvtal 0To ETUTIEOO TIOU
BpiokeTal 0 dOPOUEQLC.

ANUIOVPYEITAI EVO Vertex TIov EiVal ETUIAEYUEVO
(TTOPTOKOAI).
10 TP ATIETUAEETE TO PE A.



ElocQyete eva KAIVOLPYIO vertex, ETUAEETE Kal T
2 vertices pe Shift-RMB kai tatnote F

To aroTEAEOUA Eival Eva Kalvoupylo edge N
ypapun.

ATIETUIAEETE TO TTAVTO.
ANUIOLPYNOTE OAAN PIO YPOUT), HETA o€ edit
select mode, JIOAEETE TIC 2 YPAUUEC KOl

Tt ote Eava F

TO aTTIOTEAECUA Eival EVO TTOAUYWVO.



[evika F = fill kal xpnoworttoleital yia va
EVWOOULUE oTolxXeia yewpetpiag tov AEN eival
EVWUEVA. AV TTX BEAOLPE VO dNUIOVPYIOOLUE
U0 VPO METAEL 2 vertices eVva TTOALYWVOU,

deV xpnolpottolovue F aAAa to J (join)



AV UTIAPXEL ETTIAOYT), KOI TIATHOOLUE Eava
LMB, yivetal auto 1tou ovopalovpue “EEaywyn”
N Extrude.

E&aywyr = dnuiovpyia OTOIXEIOL OTO ONUEIO
TTOU KAVOUPE KAIK + VWO TOL PE TNV ETUIAOYI
LoC.

O 1UTtoC TOVL EXtrusion aAAadel avaioya PE TNV
ETUAOYN HOC:



e AV €ival ETIIAEYUEVO EEXWPIOTA vertices
dnuIovpyoLVTal Kavoupyla vertices Ttou
EVWVOVTOI JE TA OPXIKA HEOW €VOC edge

* AV gival ETIIAEYUEVO edges, dnuiovpyoLVTal
VEQ edges TIou EvwVoVvTal JE TO OPXIKA HEOW
evo¢ face
* AV gival ETIIAEYUEVO faces, dnuiovpyouvTal
véa faces Ttou oxnuati(ouv Evav KAEIOTO OYKO
UE T ApXIKA.



TeAEIWC XOoVTpIKA!

Box modelling = Baolouévo o€ Face Extrusion
Polygon modelling = Baolouevo o€ Edge
extrusion

AN OEV KAVOUUE JIOKPIOEIC €OW MTIOPOVUE
VO XPNOIPOTIOINOOLE Kal Ta 2(3 otav paboupe
Kal scultping) :)



ANO BaoIKa EPYOAEIQ:

Modal extrude (E)
Loop Cut (Ctrl -R): koBovpe Kata prKog
TETPOAYWVWV.
Knife (K): koBouvpue TToAUYywVQ.
Spin - Screw



OAa aUTO Ta EPYOAEIT €ival EEAIPETIKA IOXVPA KAl PAC
ETUITPETIOLV VA PTIOEOVUE TIEPITIAOKO OXNUOTO
(WOTOOO0 LTIAPXOUV MEPIKEC APXEC OTAV Kavouue 3D
TTOU OIKOAOUBOUE:

2 OTIO OUTEC €ival:

1) NMpooTtaBoupe va XPNOIUOTIOIOVUE TETPATIAELPA
TIOALYWVA
2) ATto@eLyoupE edges TIOU avVI|KOUV O€ TTOPATIAV®
OTIO 2 TIOAUYWVO

Kupiwg yio AOyouc KOAUTEPOL PWTIOUOU
(TIEPIOCOTEPD TIPOTEXWC)



Modifiers!

TPOTIOC VA TPOTIOTIOI)OOVUE TNV YEWMUETPIO TWV
OVTIKEIMEVWV POC OULVOAIKA.

Modifiers onuavtikoi oto modelling givai ot

Mirror
Subsurf
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Add Modifier
fodify Generate Deform Simulate
8 UV Project B Array 7 Armature B Cloth
§ Vertex Weight Edit @ Bevel @ Cast ® Collision
" Vertex Weight Mix Tm Boolean 2 Curve %% Dynamic Paint
" Vertex Weight Proximity & Build ¥ Displace #} Explode
o Decimate Hook € Fluid Simulation
& Edge Split * Laplacian Smooth s Dcean

2} Mask ] Lattice 11 Particle Instance

.‘! Mirror 1 Mesh Deform 14; Particle System
Cik Multiresolution Shrinkwrap g~ Srmoke

4# Remesh * Simple Deform “® Soft Body

? Screw = Smooth

A Skin ) Warp

M Solidify A Wave

® Subdivision Surface

(1) Cube

¥ Edit Mode




Lab Time!

Q¢ e@apuoyn TwV TIOPATIAVL O OOKIUAOOUVUE
Vo @TI0EoLPE Eva (ATTAO) agpoTtAavo o€ 3D.
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